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THE BLUE: 

By August 1863 after the victori i 
* , ! es at Gettysburg and Vicksburg, the Union had the full > 
Relic of the war behind it. The Federal Army of the Chaberland under Major Coan 
Osecrans was sent eastward to march against Chattanooga, the rail center of the” 


‘South, and against General Braxton Bragg’s Army of Tennessee. 


Jrom Virgi 
that at dae 


tember 19, both sides were poised around Chickamauga Creek, prepared 


THE GRAY: 


- 


to take on the Union. He had Longstreet’s corps sent down 
planned attack against Rosecrans’ invading force. So it was 


its Cherokee name prophetic — ‘River of Death! 


Rebel Charge at Chickamauga is the 
definitiy 
last major offensive thrust — the Battle of 
Chickamauga. Using a refined version of 
the superb game system seen in SSI’s 
Gettysburg: The Tuming Point, this game 
faithfully recreates the two-day battle in 13 
turns, each representing two hours of real 
time. For all its realism and detail, this game 
is extremely playable and fast moving. 


“ZOOM IN” TACTICAL MAP, 
“ZOOM OUT” STRATEGIC MAP. 
The battlefield is represented by a large 
64x54 square-grid map (which also comes 
as a four-color, laminated card). One of the 
most significant refinements we’ve made to 


the Gettysburg system is the ability to switch 


back and forth between a strategic and tacti- 
cal display during play. The former fills the 
screen with a 40x20 map to give you an 
excellent overall view; the latter zooms in 
for greater detail by providing a 20x10 
square-grid area. Both are truly usable since 
you can play the entire game in either mode. 


HISTORICAL ACCURACY. 

The map accurately reflects the densely 
wooded nature of the areas around Chicka- 
mauga Creek during the Civil War. Hidden 
movement in the game effectively simulates 
the historical fact that neither commander 
could determine the strength and position of 
his enemy. In fact, it was difficult for corps 
commanders to gauge their own position — 

a factor that played a major role in deter- 
mining the outcome of battle on September 
20, 1863. The cat-and-mouse feel of the 
actual battle has been fully preserved. 


e€ simulation of what was the South’s 





Strategic map allows you to see a larger 
view of the battlefield. 





Tactical display zooms in for a closer look. 








A variable reinforcement feature, where 
divisions and corps can become available up 
to four hours earlier or later than the his- 
torical schedule, simulates the uncertainty 
of battle that commanders actually faced. 


THREE GAMES IN ONE. 
Rebel Charge at Chickamauga is actually 
* three games in one. The Basic Game, with 
simple rules and options, is for anyone who 
wants to get into the action without delay. 
(A separate Tutorial is available for the 
beginning wargamer.) 

The Intermediate and Advanced Games 
allow you to make more complex decisions 
and deal with more intricate rules. But 
playability is never sacrificed. As an example, 
line-of-sight is simplicity itself: Press the “V” 
key and all the squares a given unit can see 
are instantly highlighted. 


HISTORY REPEATED OR REVISED? 

The real battle ended in a Union defeat, 
mainly due to a fatal error by Rosecrans in 
moving one of his divisions at the wrong 
time — a poor judgement caused by the 
equally poor visibility in the dense woods. 
This game sets up all the proper conditions 
to give you the unique opportunity to try 
and repeat — or revise — history. Find out 
how you would have done at the Battle of 
Chickamauga by playing against another 
player or against the computer, which can 
direct either or both sides. 


Screen displays shown are from the APPLE® 
Displays from other computer(s) may vary. 
APPLE is a registered trademark of Apple Computer, Inc. 
MADE IN U.S.A 
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THE BLUE: 


By August 1863, after the victories at Gettysburg and Vicksburg, the Union had the full 


momentum of the war behind it. The Federal Army of the Cumberland under Major Genes 
William Rosecrans was sent eastward to march against Chattanooga, the rail center of 
“South, and against General Braxton Bragg’s Army of Tennessee. 





ZOOM IN" TACTICAL MAP, 
“ZOOM OUT” STRATEGIC MAP. 
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~ Have you ever played a board wargame bells’ 4 
. y AS = 1 nae an sat like to see ool proguets ue 
O Yes ONo 


5. Please comment on this game. Include games you 
would like to see in the future. 
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10. If you wish to be placed on our mailing list and 


SS . . 
have never completed this section before, please 
address and telephone number 









6. How many other SSI games do you own a write your name, 
7. Where did you learn about this game? below: 
: 1) O friend 4) O magazine ad Sarnia 
+! 2)O retail store 5) OD magazine review Cie See Cer ee eee 
; 3)O SSI catalog 6) O other 


If magazine ad, which magazine? 
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STRATEGIC SIMULATIONS, INC./CUSTOMER RESPONSE CARD 





1. What game is this card from? 
2. What computer was used to play this game? 


3. Please rate the following aspects of the game 
(9 = excellent, 1 = poor): 


Playabiltty: 9) 0°67 6205. 4B at 
Realisiny 9) 802206. SOs Ae8 9 
Excitement: 9 8: 97; 6° 5°43. 274 


4. Have you ever played a board wargame before? 


OM Yes ONo 


5. Please comment on this game. Include games you 
would like to see in the future. 











6. How many other SSI games do you own? 


7. Where did you learn about this game? 





1) O friend 4) 0 magazine ad 
2) retail store 5) magazine review 
3)0 SSI catalog 6) 0 other 





If magazine ad, which magazine? 








8. Where did you purchase this game? 


1) computer store 5) department store 
2) O) software store 6) SSI direct 

3) O toy/hobby store 7) 0) other mail order 
4) 0 bookstore 8) 0 other 


Name, city, and state of store where game was 
purchased: scents CHEN SPAN ae Wear nS 


9. Name and address of a store where you would 
like to see SSI products sold: 











10. If you wish to be placed on our mailing list and 
have never completed this section before, please 


write your name, address and telephone number 
below: 
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BUSINESS REPLY CARD 


FIRST CLASS PERMIT NO. 910, MOUNTAIN VIEW, CA 94042 
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STRATEGIC SIMULATIONS, INC. 
1046 N. Rengstorff Ave. 
Mountain View, CA 94043-9986 
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OPERA] 





Numbers in parentheses refer to diagonal 
moves — directions 2, 4, 6, and8 (1, 3,7,9 on 
the IBM key pad). For the BASIC game, please 
ignore the numbers and letters printed in 
green. ZOC stands for zone of control, which is 
a wargaming term for the squares next toa unit. 
P= Prohibited and N/A = Not Applicable. 
a 


TERRAIN/ACTION DIS CAV. ‘Cat, AME: UNLIM 
Clear 2(3) 1(2) 2(3) P 
Fields 2(3)  2(3) 3(5) P 
Woods 4(6) 4(6) 8(12) P 
Bridge [1] 1(5) (5) 1(5) P 
Seconda: vA 2 
Roads Do}. J 
Primary Roads [3] 1 1 1 P 
Enter high 
slevasion a +6) 48 P 
—- mode to 
column, 
mounted, or - oe . 
limbered [4] 
Change mode to 
normal, 4 / 
dismounted, or . - a 
unlimbered [5] 
Enter or leave 
ee eae 42) 44h 43 P 
Move from 
enemy ZOC to +8 +5 «+8 P 
enemy ZOC [6] 
Fortify 8 8 P 8 
Reorganize 2 2 N/A N/A 
Melee (attacker) 2 2 P P 
Melee (defender) 2 2 Z Ps 
Fire in fire phase 2 Zz P 4 


Notes: 
[1] Units must be in column, mounted or 
limbered mode to enter a bridge square. 
[2] Regardless of other terrain in the square, a 
unit that moves from any road to a second- 
ary road pays 2 operation points unless it is 
moving diagonally (directions 2, 4, 6, and 
8), in which case, it doesn’t benefit from 
the road. The unit must be in column, 
mounted, or limbered mode to receive 
the road benefits. 
[3] The same as Note 1 except the cost is | 
operation point 
[4] The cost for CAV ART is 2 instead of 4 to 
limber. All units pay | operation point 
extra to change to these modes in woods 
[5] The cost forCAV ART is2 instead of 4. All 
units pay 2 operation points extra to 
change to these modes in woods. 
[6] In order to be able to move enemy ZOC to 
ZOC, a unit must be moving into a friendly 
occupied square. 











RANGE IN SQUARES 
ABBREV. 1 2 3 46 7-10 


WEAPON TYPE 
: Rifle RFL 4200 0 
i = Spencer SPN 8400 0 
oe ia 12 lb. Napoleons NAP 1442 1 0 
‘ 12 lb. Napoleons/ WP Ws 5 1 1 
10 Ib. Parrotts 
12 Ib. Napoleons/ N/R 1143 1 0 


3” Rifles 


—_—_—_—_—————————— 











TARGET LOCATION FIRE MOD. MELEE MOD. 
Clear 1.00 1.00 
Woods 0.60 0.60 
Fields 0.90 0.90 
Higher Elevation 0.70 0.70 
Bridge 1.00 1.00 


FIRING UNIT'S LOCATION FIRE MOD. MELEE MOD. 


Bridge 0.60 ~—0.40 
All Others 1.00 1.00 
SPECIAL CONDITIONS _FIRE MOD. MELEE MOD. 
Target unit is flanked 1.50* 50°** 
Firing unit is disrupted 0.50** — 0.50 
Firing unit is “routing” 0.50 N/A 
Firing artillery 

in woods to woods 0.20 1.00 
Firingunitoutofammo 0.30** 0.70 
MODES FIRE MOD. MELEE MOD. 
Normal 1.00 1.00 
Column 0.30 0.30 
Mounted 0.85 2.00 
Routed O50%* (O50**** 
Unlimbered 1.00 1.00 
Limbered 020" @50°*** 
Dismounted 0.75 1.00 


* During Final Defensive Fire, the modifer 
is 0.5 for the flanked unit firing. 
** May only fire during Final Defensive Fire 
and with these modifiers. 
*** The flanked defender in Melee and Final 
Defensive Fire has a modifier of 0.50. 
The flanker has a modifer of 1.50. 
**** May only defend in Melee and with this 
modifier. 


NOTE: The 0.20 fire modifier given to Artil- 
lery firing from a woods square overrides the 
0.60 modifier the target would receive if 
located in woods. 


The Fire and Melee strength modifiers would 
support the following examples: 


1. A target unit in woods on higher elevation 
than the firing unit would result in modifier of 
0.42 (0.7 X 0.6) in the Fire Phases and the 
Melee Phases. 


2. A target unit flanked by a firing unit in clear 
terrain would give the firing unit a 1.5 modifier 
in the Fire and Melee Phases. In the Fire 
Phases, the flanked unit would fire with a 1.0 
modifier (if it had a target) but would melee 
with a 0.5 modifier. 


3. An artillery unit in woods firing at a unit 


in woods would receive a 0.20 modifier (not 
0.2 X0.6 — the 0.2 supersedes). 








RANGE IN SQUARES 
WEAPON TYPE ABBREV. 1 2 3 46 7-10 
12 Ib. Napoleons/ wr Bez 
6 lb. Smooth bores/ 
10 lb. Parrotts 
10 Ib. Parrots/ PR 65 42 4 
3” Rifles 
12 Ib. Lights/6 Ib. UR 10521 0 


James/3” Rifles 









Lester Bonus: Direct Modifier. A leader 
with bonus of 20 would give a modifier of a 
Target Density: 19 more casualties pet 

on ates more than 1000 men are in the 
target square. 196 less casualties when less than 
1000 men. Maximum modifier of 1.4. 
Density of Firing Units’ square: sa 
artillery) If over 1000 men are firing from the 
square, a modifier of .01 per 50 men over this 
number is applied (1200 men = .96 modifier). 
Fortification Level: The firing unit is penal- 
ized by 10% per level that the target is fortified. 
A fortification level of 5 would give a modifier 
of 0.5. 

Effectiveness: Semi- Direct Modifier Strength 
is reduced by .01 for every 2 points effective- 
ness is below 100. An effectiveness 0} 
would give a .95 modifier. ; 
Fatigue: Semi-Direct Modifier. Strength is 
reduced by .01 for every 2 points of fatigue. 
Fatigue of 20 would give a modifier of .90. 
Command Control: Direct Modifier. A 
rating of 1.1 would give a modifer of 1.1. 
Artillerymen: Each gun requires 16 artillery- 
men to fully support it When artillery fires, 
it receives a modifier proportionate to the 
number of men it has to man its guns. A Union 
artillery unit with six guns would need 96 men 
to function fully. If it lost 19 men, the unit 
would receive a modifier of 0.8. 

Random Modifier: Modifier of 1.3 to 1.5 
determined randomly. 

Unit Outmaneuvered: Firing Unit receives 
modifer of .5. 

Successful Attack: Firing Unit receives 
modifier of 1.5. 

Scattered Artillery Fire: Artillery receives 
modifier of .3. 

Maximum and Minimum Modifiers: All 
modifiers are cumulative with a maximum of 
2.0 and a minimum of 0.2. 


All modifiers are cumulative as shown in 
the example below: 


A unit firing under the conditions below 
would receive the indicated modifiers (all 
modifiers are multiplied together). 


— Firer has 2000 men in square = 0.80 
— Target in woods = 0.60 
— Target has 3000 men in square =14 
—Firer in column mode = 0.30 
—Firer has 75 effectiveness = 0.80 
— Firer has 15 fatigue = 0.93 
— Firer has leader bonus of 15 =1.15 
—Firer has command control of 1.3. = 1.30 
— Random modifier is 1.3 = 1.30 

TOTAL 0.29 


A unit above with 2000 men would fire with 
a strength of 580. (With rifles at range one, it 
would kill 23 men plus a random of 7 to 11.) 


The number under the range column corres- 
ponding to the proper weapon type is the 
number of men suffered as casualties per 100 
men firing for small arms (the top two on 
the list) and per one gun for the artillery. 
The casualties derived here are further 
modified by various strength/ casualty values. 


© 1987 by Strategic Simulations, Inc. 
All Rights Reserved. 
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APPLE, 6-64/128. 
Advanced. j 


By Gary Grigsby. 


Two complete games in one: 

Fight the naval battles of both 
World War | and World War II 
in incredible detail and 
realism. 


APPLE, ATARI, 
C-64/128. 
Advanced. 
By Gary Grigsby. 









Choose from 79 classes of war- 
ships from the Allied & Japanese 
fleets in this comprehensive 
simulation of surface naval 
warfare from 1941-45. 


APPLE, ATARI, 
C-64/128. 
Advanced. 

By Gary Grigsby. 


A simulation of truly monumental 
scale, so detailed every division 
in the entire 1941-44 Russian 
campaign is accounted for! 
A wargaming milestone! 





APPLE, ATARI. 
Advanced. 
By Gary Grigsby. 












APPLE, ATARI, 
C-64/128, IBM, 
AMIGA. 
Advanced. 

By Gary Grigsby. 













“Computer Gaming World” 
1985 Best Game: All wea- 
pons used on the Russian 
___ Front (1941-45) are rated 
in this best-selling tactical game. 


APPLE, C-64/128. 
Advanced. 
By Gary Grigsby. 


eat 
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KAMPFGRUPPE™ was the 
definitive simulation of 
Russian Front armored 

warfare; BATTLEGROUP is 

the ultimate Western Front game. 











APPLE, ATARI, 
C-64/128. 
Advanced. 

By Gary Grigsby. 


The final word on armored 
warfare of the 1990's: 

Almost all weapon types 
of the U.S., West Germany, 
England and Russia are included. 












CARRIER FORCE™ simu- 
lates every detail of four 

major U.S.-Japan naval 
battles in the Pacific, down 
to each warship and plane! 







APPLE, ATARI, S 
ett, mi i pAe > simulates the day- 
. id mbing of industrial targets 
" ed wiliger & and weapons factories in Nazi- 





Larry Strawser. occupied Europe byte 


U.S. Amy Air Force 











Command ten Germans or 

> ten GI's in super-realistic 
z man-to-man combat. 
New, improved edition is 
40x faster than before! 


APPLE, ATARI, 
C-64/128. 
Advanced. 

By Gary Grigsby. 


















Can you turn Montgomery's dis- 
astrous failure during the drive 
to Arnhem into a resounding — 
success? This game is real 
enough for you to find out 


APPLE, C-64/128. 
Advanced. 
By Roger Keating. 


APPLE, 
ATARI, 
C-64/128, IBM. 
\ntermed/ Adv. 

By David Landrey 

& Chuck Kroegel. 














Last in the “Superpowers” 
series: With Soviet armor 
frozen solid, guerrilla 
counterattacks by NATO's 
ski troops may save Norway. 


APPLE, ATARI, 


| ¢-64/128, IBM Bx A grand-tactical simulation of the ~ 


Civil War's bloodiest day. The \ 
. battle unfolds in detail so real | 
> you'll feel like you're playing 

a miniatures game! 


Intro/Inter/Adv. 
By David Landrey 
& Chuck Kroegel. 









“Family Computing” 1986 
, Strategy & Tactics Game of 
7@ the Year. The Battle of 
Gettysburg is re-created in 
consummate detail and accuracy. 





C-64/128, IBM. 
Intro/Inter/Adv. i eee 
By David Landrey a Noe GSR Ng ry RCs Tn 
& Chuck Kroegel. [iil , 























With TransWarp in your Apple, 
SSI games will play up to 3.6 times faster! 


TransWarp™ is the fastest 
accelerator board for the Apple II, 
Il+, or Ile. With 256K of ultra- 
fast RAM, TransWarp speeds up 
all Apple software — including 
our games. Which means our 
games will play incredibly 
fast, with minimal waiting and 
delay. 

It is extremely easy to 
install — simply plug it into any 
slot in your Apple II and Il 
(slot 3 of your Ile). It works right 
out of the package. No special 
software or pre-boot disks 
are needed. It is completely 
transparent, which means you 

won't even know that it’s there 
— except for the amazing speed 


at which your Apple now runs. 
Our R&D staff swears by it. 

Because we believe Trans- 
Warp will significantly increase 
your enjoyment of SSI games, 
we are making it available to 
you at a special price. Instead 
of the $279 list price, you can 
order TransWarp directly from 
SSI for only $229. 

To order by credit card or 
by mail, please refer to page 12 
for more information. The $2.00 
shipping & handling charges 
as well as sales tax for Cali- 
fornia residents apply. 

Get TransWarp and enjoy 
SSI games to the fullest. 
TransWarp is a trademark of Applied Engineering. 





STRATEGIC SIMULATIONS, INC. 
1046 N. Rengstorff Avenue 
Mountain View, CA 94043 
(415) 964-1353 

Telex: 989631 STRAT SIM INC 
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ANIZATIONAL CHART 





CONFEDERATE ORG 


lerymen, 6050 cavalry); 156 guns 
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51,864 men (43, 
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318 infantry, 2496 arth 








12185 
48 guns 
















XX_ 6363 22 
Vein 
Wood 1682 Helm 1413 
And 1765 
Jackson 1285 iu ca L. Polk 1450 Stovall 897 
5, Deas | 
Smith 1500 bad Deshler 1783 Adams 1202 
Maney 1177 Manigale 2215 
Strahl 1149 
Wright 1252 
XXX 
XXX 
8441 
on eee n ttt [_ BUCKNER 
XX_468 
XX_ 3100 XX_ 3037 aeihs 
Colquitt 1400 Govan 1200 Brown 1320 Gracie 1992 
Ector 500 Walthall 1837 Bate 1085 Trigg 1146 
Clayton 1352 Kelly 1146 


Wilson 1200 







ae XXX 
eas HOOD TONOSTREET ART. _J ns 050 ~~ FORREST [CAV ART) 4 
XX 3428 XX_ 1600 XX_3100 XX_3000 XX_ 3050 } 
ARMSTRONG) 






Fulton 869 Kershaws 1000 


Humphrey 600 


Sheffield 1200 
Robertson 900 
Benning 1000 


Wheeler 1200 
Dibrell 1800 


Davidson 1350 


Gregg 1207 Scott 1700 


MeNair 1352 


UNIO 
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30,576 men (44,504 infantry C U M 2 ¥ 












Scribner 1879 
Starkweather 1567 
King 1634 


Beatry 1098 
Stanley 518 















Connell 1338 E King 1600 


Turchin 1633 





Cc 
Sirwell 1139 roxton 2279 


Derveer 1788 







Carlin 1115 
Heg 118 






Willich 1325 
Dodge 1030 
Baldwin 1500 





Laibolde 1300 
Bradley 1300 
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Buell 1321 
Harker 1391 


Cruft 1304 
Hazen 1467 
Grose 1685 


S, Beatty 1384 
Dick 1122 
Barnes 1223 





XX 5086 Minty 1800 
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Whitaker 2500 
Mitchell 1136 
D. McCook 1400 





MORNING TO NOON SEPTEMBER 20, 1863 
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5 ; Confederate Confederate Reinforcement 
Confederate Reinforcement Artillery icles Gauls Gal aa 


Union Confederate 
Cavalry Squares 


Artillery Artillery 





A unit has a chance of being disrupted based on the number of men in the unit and its number of ACTION 
Sige Te yada sage Unit moved onto by routing unit 
eae Unit suffers leader casualty aa 
CE CHANCE CHANCE CHANGE GTN WT Unit stacked with unit that routs -15 
ae TH WITH ee 
42 
ai 


NO CHANCE 


ae WITH WI WITH WE WITH 
INUNIT OF DISRUPTION 20 LOSSES 40 LOSSES 60 LOSSES 80 LOSSES 100 LOSSES _ 120 LOSSES Unit retreats 
500 less than 7 losses _11% 27% 42% 58% 73% 100% Unit causes retreat 


than 1 Per casualties of 5 men 


2000 * A unit with more than 600 men suffers 


roportionately less effectiveness loss. 
Peach 900 men would lose 679% less an 
a unit with 1200 men would lose 50% less 


effectiveness. 


DISRUPTION RECOVERY a ey 
TABLE 


Norn Generally speaking, the higher the morale and 


i ion i mand control a unit has, the greater its 
Seer from disruption is based on com- Fire Combat chances to rally. See chart below for examples 
mand control and whether or not a unit is in Tanteiend! Cavalry, c i eal 
an enemy ZOC. Tea Ty be of percentages to rally. 
rtillery 


NO IN Melee Combat MORALE |. 
COMMAND CONTROL _ENEMY ZOC _ ENEMY ZOC i ‘ : COMMAND CONTROL 25 50 
units + 
35% 12% 


, 3 62% 72% 82% 
45% 15% ck 66% 76% 86% 
Enter woods 43 
50% 16% £4) yee i 68% 78% 88% 
55% 18% Gandomy 710% 80% 90% 
60% 20% dependent on : 72% 82% 92% 
65% 21% efficiency) 74% 84% 94% 
70% 23% lFiosails +15 Y 16% 86% 96% 


ls ae Per 1 operation point +6 3 78% 88% 98% 


85% 28% 


Enter road to road square 


of double-time 


RESULTS 


The attacker's modified strength is divided by 
the defender’s modified strength to determine 
the odds which govern the losses and retreats 
from melee. The odds of 2 to 1 are considered 
the break-even point The defender or attacker 
(not both) may retreat according to the chart 
below. The defender is checked first and then 
the attacker (provided the defender does not 
retreat). 


— eee 


% CHANCE % CHANCE 
ATTACKER DEFENDER 
ODDS RETREAT RETREAT 
<0.3 60 
_—— 0.3 to 0.49 
QUESTIONS OR PROBLEMS: Our main 0.5 to 0.99 
business telephone number is (415) 964-1353. 1.0 to 1.99 
We also have a Technical Support Hotline : ‘ 
number: (415) 964-1200, which you can call if 2.0 to 2.99 
you have problems with your disk or needa clari- 3.0 to 3.99 STRATEGIC SIMULATIONS, INC. 
fication of the game/rules. Both numbers can be 4.0 to 4.99 
called every weekday, 9 to 5 Pacific Time. 5+ 1046 N. Rengstorff Avenue 


Se erat Mountain View, CA 94043 
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Turning Point™ 


: it brigades and then reform. 
DEOAN area ap. jg wi oh “ 


are representing 200 yards. se 
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qnvUbattuteyowe extra 






































